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The tutorial introduces “variables” and expands your knowledge of Blueprint.

This tutorial leaves off from the “Adding Bots with Al” tutorial. The Blueprint below is
for the BOT in that tutorial.

2. Drag and connect two “Branch” nodes.
1. Right click and add an “Event Tic”,
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Next you need to control the movement of the BOT. For this you need to
create two variables.

2, Click the “+”icon on the variables panel. Make sure the variable is set to “Boolean” and name the variable “Get".

Page 2

Py =X

earch For Help o
"‘ ’ P No debug object selected ~

ults ation  Play Debug Filter

“B= Al MoveTo
»+ Cast To ThirdPersonCharacter

»
S T ——— e Object st Failed >
&> OnSeePawn (PawnSensing) = Gast Faiec]
My Elueprint » As Third Person Character

+ad e~ TS >

Pawn

4 Default Value
Ple: e the blueprint

"C Branch

iables % C Branch
4Variables » True [
4Components 3 T
Condition 4 False >

Condition B False >

> Event Tick

EVENT DiSpateners R
In Range

EX Compiler Results

3, Drag the two variables into Blueprint and select the “Get” option.
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6. Next you'll go up to the original BOT structure and add another “In Range” variable and connect as shown.

Make sure to set this to “True”
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8. Create two “Moving” variables
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7. Drag and set an Al Move node. Set one“True” and leave the other “False”
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10. Drag and connect a“ GetActorLocation”
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9. Get Random Point in Navigable Radius

Set Radius to 500

Details
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11. Lastly, connect the new Blueprint strand to the original BOT strand.
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The final Blueprint for the randomly moving BOT should look like this.

Compile and Test



